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Introduction 

The Price of Magik was originally released by Level 9 in 1986. It was 
subsequently re-issued by Mandarin Software in 1988 on the Time and 
Magik compilation with Lords of Time (1984) and Red Moon (1985). 

The Price of Magik recounts the sad tale of Myglar who, driven mad by the 
intensity of magikal radiance from the Moon Cry stal that he had protected 
for so long, stole it. His aim was a vain attempt to squander its power and 
live forever. But a magician of great skill (who eventually rose to lead the 
Guardians) avoided Myglar's traps, recovered the crystal and ensured that 
magik survived as long as there was need for it. 

* Tackle the outdoor locations before entering the house. 

* The HYP (hypnosis) spell lets you command one creature at a time. To 
give an order, key in instructions such as BAT, TAKE THE FELDSPAR. 

* You score points for learning and using spells, and for reaching a few 
inaccessible places. 
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Outside Map 
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Basement Map 
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